[5E] Rogue tinkerer/artificer archetype 


Anyone got a rogue archetype that is like an artificer/tinkerer? Using technology and/or magic to 
augment abilities? 


Edit: Thought of a few things my self 
Artificer 


You focus your studies on magical and technological ways to enhance your attacks. Those who 
usually follow this archetype are mercenaries, explorers, engineers and tinkerers. Creating and 
applying upgrades, poisons, traps and bombs is where your expertise lies. 


Trap master 


Starting at 3rd level you can spend a short or long rest designing or building traps to deploy on 
your enemies. You gain proficiency and advantage when disarming traps and can do so without 
he need of tools. 


Elemental padding 


Starting at 9th level you can modify your armor to have extra padding boosting your AC by 1. You 
also learn how to infuse your armor with either fire, frost or poison. Enemies that strike you at 
melee take 1d4 of your chosen element. 


Bomber 


Starting at 13th level you can craft bombs during a short or long rest that can be throw at your 
enemies. You gain proficiency when throwing a bomb and take half damage when caught in the 
radius of an explosion. Additionally you can throw your bombs twice their usual length. 


Traps you can make: 


Spike trap: 1d6 Piercing damage 


Enemies who activate this trap have spike come out of the ground and impale them. They take 
1d4 damage for 3 rounds. 


Bear trap: 1d6 Slashing damage 
Enemies who activate this trap are held in place and must make a check to release themselves. 
Lightning trap: 1d6 Lightning damage 


Enemies hit by this trap are stunned for a round. 


